OTHERWORLDLY PATRON - THE OUTSIDER 


THE OUTSIDER 


Most Warlocks beseech a patron to further their search for 
knowledge or power. The Outsider is a patron of a very 
different manner. An ancient deity who makes his home in 
the Void, the Outsider gives his gifts solely to those he takes 
interest in, so that he may watch how they act once given 
power. 

To many the Outisder is unfamliar, but he has been 
present for aeons, worshipped in shrines of broken wood in 
forgotten, overgrown places, laiden with scrimshaw runes 
that sing like dying whales. 


EXPANDED SPELL LIST 

The Outsider lets you choose from an expanded list of 
spells when you learn a warlock spell The following spells 
are added to the warlock spell list for you. 


THE OUTSIDER EXPANDED SPELLS 
Spell Level Spells 


Ist jump, longstrider 

2nd blur, misty step 

3rd clairvoyance, slow 

Ath contusion, locate creature 
5th dominate person, mislead 


BONUS PROFICIENCIES 

When you select this patron at 1st level, you gain 
proficeincy with the Stealth skill all swords and hand 
crossbows. 


THIS Is MY MARK 

Starting at 1st level, the mark of the Outsider manifests one 
of your hands. The mark of the Outsider acts as a 
spellcasting focus that you may use so long as you are not 
holding anything with the same part of your body that has 
the mark. When you use the Outsider's Mark to cast a spell 
with a verbal component, you may cast it silently. 

If the hand that carries the mark of the Outsider is 
severed, then you may reattach the limb within the next 
week, after which point the Outsider's mark reappears on 
another point on your body if the hand has not been 
reattached, and the hand can no longer be reattached. 


For a Warlock who selects the Pact of the Chain 
with the Outsider as their otherworldly patron, 
the ideal familiar is a Stirge, which closely 
resembles the Bloodflies of Karnaca. 
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BONE CHARMS 
Beginning at 6th level, you begin to find bone charms, 
ancient relics carved of whalebone by those who 
worshipped your patron long ago. You have the opportunity 
to find a Bone charm once per week. The location of the 
bone charm, as well as how difficult it is to find, is chosen 
by the DM. When you are within 20 feet of a bone charm, it 
emits a strange "singing" sound that only you can hear. 
When you find a bone charm, roll on the Bone Charm Table 
to determine its properties. 

You may have up to 6 bone charms equipped at a time, 
the effects of other bone charms you carry are not active if 
they are not among the 6 equipped. 


THE HEART 
At 10th level, the Outsider grants you the heart of someone 
you once knew. Up to 5 times per short rest, you may use 
the heart to gain information about your current location or 
a creature that you can see. When you call on the Heart, it 
gives you a short sentence of information regarding your 
chosen target. The DM chooses the nature of the Heart’s 
whispers, which may be vague, referencing the spirit’s 
memories, or give exact and accurate information about an 
individual. 

In addition, the heart indicates the direction and distance 
of Bone Charms within 200 feet, the image of a burning 
bone charm visible in its position when you use the Heart. 


BONE CHARM CRAFTING 

Starting at 14th level, you learn the ancient rites of crafting 
bone charms. You may destroy a bone charm you have, to 
learn its traits. Black Bone Charms cannot be destroyed in 
this way. You may then craft a new bone charm with up to 4 
traits, which may be different traits or one trait repeated 
multiple times. For each trait you imbue into a bone charm, 
you must work for one hour and expend 50gp worth of raw 
whalebone. When you craft a bone charm, there is a chance 
of it becoming corrupted: Roll a d8 when you finish crafting 
a bone charm. If the number rolled is lower than the 
number of traits on the charm, roll for a random corruption 
on the Bone Charm Corruption Table. 
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BONE CHARM CORRUPTIONS 


1d8 Corruption 


You suffer -1 AC for each trait. 
You suffer -5 movement speed. 


You suffer -1 to Dexterity (Stealth) checks for each 
trait. 


You can hold your breath for 1 minute less for 
each trait. 


You suffer -1 to Strength (Athletics) checks for 
each trait. 


You suffer -1 to initiative rolls for each trait. 
You lower your maximum hit points by 10 


You suffer -1 to your hit die rolls for each trait 
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BONE CHARMS Part 1 


2d20 ‘Trait Nature 
Acrobat Normal 


Agile Normal 
Recovery 


Aquatic = Normal 
Nature 


Armored Corrupted 
Bones 


Blast Normal 
Resistant 


Blood Ox Normal 
Heart 


Bloodfly Black 
Alchemy 


Property 
You gain +2 on Dexterity (Acrobatics) checks. 


You can stand up from prone using only 10 feet of your movement. 
You gain +5 to your swimming speed. 
You gain +2 to AC when unarmoured, but suffer -5 to your walking speed. 
You gain +1 to Dexterity saving throws against enemy spells. 


You gain 1 additional 1st-level spell slot. 


Bee attack against you, 


Once per day, when in combat, the first time an enemy makes a ran 
it you. 


the projectile transforms into a Stirge, and does not 
Clumsy Corrupted 
Assassin 


Cornered Black 
Animal 


Deep Grave Normal 


You turn invisible for 10 seconds after Ee a creature. You suffer -2 to all 
Dexterity (Stealth) Checks. 


Your attacks deal +2 damage when you are below 4 of your maximum health. 


Undead creatures within 50 feet of you with the Undead Fortitude ability have 
disadvantage on all their Constitution saving throws. 

Exacting Normal You have +1 to ranged attack rolls when using a weapon you are proficient with. 
Aim 

Fading Black When you may cast a 1st-level spell, you may do so without expending a spell slot if a 
Light creature has died within 5 feet of you in the last round. 

Familiar Black Creatures automatically fail Wisdom (Perception) checks that rely on smell when trying to 
Scent detect you. 


Fencer Normal You gain +1 AC against melee attacks when you are wielding a sword. 


Gutter Normal You may eat white rats, restoring a 1st-level spell slot for each 5 white rats eaten. 
Feast 
Hardiness —_ Black 


Healthy Normal 
Appetite 


Iron Roots Black 
Leech Cuts Black 


You gain +10 hit points. 


You heal 1 additional hit point when you use hit dice if you eat a meal when taking a short 
or long rest. 


You have advantage on saving throws against being knocked down. 
When you deal damage with a melee weapon attack, you heal d4 hit points. 


Leviathan’s Black |= You may expend a spell slot of 1st-level or higher to hold your breath underwater for an 
additional 5 minutes. 


Breath 
Leviathan’s Normal 
Mind 


Lightweight Corrupted Halve any damage you suffer from falling. You may roll no more than 1 hit die when you 
take a short rest. 


Once per day, when you spend more than 2 minutes underwater, you regain a spell slot 
equal to the number of minutes you spend fully submerged, up to 3rd-level. 


Lucky Jam Black © When an enemy makes a ranged weapon attack against you using a weapon with a firing 
mechanism, such as a crossbow, roll ad20. On a 1, their weapon jams, and they must 


spend an action to fix it. 


Power Corrupted You gain +1 to melee attack damage rolls made using a slashing weapon, but you suffer -1 
to Initiative rolls. 


Slash 
Normal If an enemy uses a teleportation ability within 100 feet of you, they appear 1d10 feet away 


Relocation 
Sickness from their intended location, in arandom direction, and are stunned until their next turn. 


Shivering Corrupted You have +2 AC against ranged weapon attacks, but you suffer -2 on Stealth rolls. 


Silhouette 


Solid Black 
Landing 


When you suffer falling damage, all creatures within 10 feet of you must make a Dexterity 
saving throw against your spell save DC, sue damage equal to the fall damage you 
suffered on a successful save, or half as much on a failed save. 


Splintering Corrupted Your ranged weapon attacks deal +1 damage when made with a weapon you are proficient 
Bolts with, but projectiles are destroyed when used. 
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BONE CHARMS Part 2 


2d20 Trait Nature Property 


30 Strong Normal You gain +1 to Strength (Athletics) checks when grappling a creature. 
Arms 


Strong Normal You can hold your breath for 1 additional minute. 

Lungs 

Swift Normal You gain +5 to your movement when moving through an area either with dim light or in 
Shadow complete darkness. 


Swift | Normal You gain +5 to your movement if you are undetected and do not have your weapons drawn. 
Stalker 


Throwing Normal You gain +2 to thrown weapon attacks. 
Hand 


Twist of Normal When you cast a spell of 1st-level or higher, you may roll a d20. If you roll a 20, you regain 
Fortune all your expended spell slots. 


Unnerving Normal When an enemy makes a ranged attack against you with a weapon, it must make a DC 10 
Target Wisdom saving throw. On a failed save, that creature drops the weapon it was going to use 
to make the attack. 


Unsteady Normal You gain +1 to your AC against ranged weapon attacks from humanoid enemies. 
Hand 


Void Normal When you cast a spell of up to 3rd level, roll d100. If you roll equal to or below your 
Favour Warlock level, the spell is cast without expending a spell slot. 


Whirlwind Normal You gain +1 to initiative rolls. 


Zephyr Corrupted You gain +5 movement speed, but lower your AC by 2. 


